unbalance the target until the start of your next turn. 
Whenever an unbalanced creature makes a Strength 
or Dexterity skill check, the creature must roll 1d4 and 


Way OF THE FENCING Master Features subtract the number rolled from the result. 
cckieavele’ Faerun Footwork. When you spend an élan point as a bonus 
: action to activate an élan feature on your turn, you can 
3rd Duelliste cast a gambit as part of that bonus action. The gambit 
6th Redoublement you cast is based on the feature you use: 
dish Baws Gia ¢ Beat the Blade. When you use Flurry of Blows, you 
17th Grand Maitre can cast dirty tricks targeting the first creature you 
attack. 
¢ Feinting Step. When you use Patient Defense to 
When you choose this tradition at 3rd level, you gain the Dodge, you can cast code duello targeting a creature 
following benefits: within 30 feet. 

Bladework. You gain proficiency with rapiers. If you ¢ Displacement. When you use Step of the Wind to 
would make one or more extra unarmed strikes as part Disengage, you can cast fog of war to obscure yourself, 
of another class feature, such as Flurry of Blows, you can so long as you are able to find cover. 
make rapier attacks instead. You do not add your ability 
modifier to damage rolls for these extra rapier attacks. You can use this feature a number of times equal to 

In addition, when you hit a creature with a rapier your proficiency bonus, and you regain all expended uses 


attack on your turn, you can flourish your rapier to when you finish a short rest. 


" MONK RESOURCE: ELAN 
This subclass is meant to represent the courtly 

| duelist archetype in European societies. As such, the < 
ki of East Asian monks is replaced with a resource 


called élan, which represents vitality, panache, 
and honorable determination. Mechanically, élan 
t functions identically to ki. 


Circle-Parry. When an unbalanced creature damages 
you with a melee weapon attack, you can roll your martial 
arts die and reduce the damage by the number you roll 
plus your proficiency bonus. 

Courtier. You learn French, or one language of your 
choice if you already speak French, and you choose to 
gain proficiency in either the History or Persuasion skill. 
You gain expertise with the chosen skill which means 
your proficiency bonus is doubled for any ability check 
you make with it. The skill you choose must be one that 
isn't already benefiting from a feature, such as Expertise, 
that doubles your proficiency bonus. 


REDOUBLEMENT 
By level 6, your superb reflexes grant you the following 
benefits: 

Touch Point. Your attacks with rapiers count as 
masterwork for the purpose of overcoming resistance and 
immunity to non-masterwork attacks and damage. You 
can add your ability modifier to the damage of your extra 
rapier attacks from the Bladework feature. 

Contre-Attaque. When you use your Circle-Parry 
feature, you can use your reaction to roll your martial arts 
die a second time and add it to the result. The attacker 
takes damage equal to the total damage you reduce with 
Circle-Parry. 

Advance-Lunge. When you make a rapier attack 
against a creature on your turn, you can spend 20 feet of 
movement to lunge at your target. If the attack hits, the 
target is unbalanced and suffers an additional drawback 
until the start of your next turn. Choose one of the 
following effects: 


¢ Forward Pressure. The next attack roll made against 
the target by an attacker other than you adds a 1d4 
morale bonus to the roll. 

¢ Through the Weak. The next time the target makes 
a saving throw against a gambit or effect caused by a 
creature other than you, it must roll a 1d4 morale penalty 
and subtract the number rolled from the result. 


DANSE GLISSADE 
At level 11, your elegant bearing grants you the following 
benefits: 

Enchante. During a social engagement (such as a 
meeting, audience, or face-to-face negotiations with one 
or more creatures) you can subtly demonstrate your 
physical prowess to influence others. When you make an 
ability check to improve an NPC's attitude, or to contest 
an opposing creature's ability check, you can roll your 


martial arts die and add the number rolled to the result. 
You might use this feature to unnerve an unscrupulous 
rival when making a Wisdom (Insight) contest against 


| their Charisma (Deception) check; or to affect confidence 
|} and grace when you make an Intelligence (History) check 


to impress a shrewd nobleman. However, on a roll of a 1 of 
your martial arts die, you play your hand too strong and the 
boorish display causes you to automatically fail the check. 

Soubresaut. Once on your turn, as part of the use an 
object interaction, you can grab a light object anchored to 
a wall or vertical surface within 5 feet of you and wrench 
it free, creating a makeshift line. Suitable objects for this 
feature are thin, flexible materials; such as a chandelier 
chain, rope or rigging, hanging vegetation, or a decorative 
trellis or balustrade. You can swing on this line to travel 
up to 10 feet vertically or 20 feet horizontally, or extend a 
jump by that distance in either direction. 

While swinging from the line, moving through non- 
supernatural difficult terrain costs you no extra movement. 
You can use the swing's momentum to gain the benefit of 
your Advance-Lunge feature on the next rapier attack you 
make this turn without spending any movement. 

After you use this feature, the line crumbles behind 
you and the object can't be used again in this way. At 
the GM's discretion, a particularly well-secured object 
may require a DC 15 Strength (Athletics) or Dexterity 
(Acrobatics) check to tear free. 


GRAND MAITRE 
By level 17, you are a master of the form. You gain the 
following benefits: 
Remise Attack. When you take the Attack action on 
your turn, you can make one additional rapier attack. 
Broken-Time. You gain an additional reaction, and 
can take two reactions each round. 


| Dodge Missiles. This alternate class feature functions | 
exactly as Deflect Missiles—allowing the monk to 
turn a direct hit into a graze—but cannot be used to 


t catch and throw projectiles back at the enemy. 
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CODE DUELLO 
1st-level enchantment 


Casting Time: 1 bonus action or 1 hour 

Range: 60 feet 

Components: V or S, M (ink and paper) if cast over 1 hour 
Duration: Instantaneous 


You challenge a creature to single combat, or post a public 
notice announcing your intention to duel your target. 

When you cast this gambit as a bonus action, choose 
a creature in range that can see and understand you. That 
creature must succeed on a Charisma saving throw or be 
compelled to answer your challenge. For the next minute, 
the compelled creature cannot target a creature other 
than you with an attack or a harmful gambit unless it 
succeeds on a Wisdom saving throw. On a failed save, the 
creature must target you or lose the attack or gambit. 

The compulsion effect ends early if you attack any 
other creature, if you cast a gambit that targets a hostile 
creature other than the target, if a creature friendly to you 
damages the target or casts a harmful gambit on it, or if 
you end your turn more than 60 feet away from the target. 

When you cast this gambit over an hour, you instead 
post a public notice challenging a local public figure 
who has insulted or otherwise wronged you to a duel. 

You must specify the location (must be a location where 
duels are legal), conditions, and weaponry (if any) to be 
used. The target has 7 days to respond to the challenge. 

If the creature refuses your challenge, it suffers 1 level of 
exhaustion as it is ridiculed for its cowardice by the public. 
If the creature has a higher proficiency bonus than 
you, it can refuse the duel without consequence, or it can 
make one change to the duel's parameters. If you refuse 
this change you must forfeit the duel and suffer the level 

of exhaustion as you are ridiculed instead. 

When the day of the duel arrives, if either participant or 
any of its allies break the agreed-upon conditions, then that 
participant immediately forfeits the duel. Any and all of the 
creatures who broke the agreement are disgraced and suffer 
1 level of exhaustion. They are accosted by the community 
for their treachery and may face legal repercussions. 

Any exhaustion caused by this gambit lasts for a 
number of days equal to your Charisma modifier plus your 
proficiency bonus. Once you cast this gambit to challenge 
an individual to a duel, you can’t do so again for 30 days. 


DIRTY TRICKS 
1st-level evocation 


Casting Time: 1 bonus action 
Range: Touch 

Components: S 

Duration: 1 minute 


AsouT NATIONS & CANNONS 

Nations & Cannons (/r/NationsAndCannons) is a historical 
campaign setting for 5e adventures set during the long 18th 
century and beyond. The equipment and techniques presented here 
are drawn straight from real-world history, and are suitable either 
for a game set in the heroic past... or your flintlock fantasy 
campaign! If you want to try playing in the pages of history, the 
Nations & Cannons Quickstart Guide is available for free! 

There weren't any wizards in the early modern world—at least, 
that we know of—so gambits can take the place of spells for caster 
classes suitable for a mundane setting, such as Artificer and Ranger, 
and the new Firebrand class. Mechanically, gambits function just 
like spells do, but they're meant to invoke extraordinary acts of 
heroism using inspiring words, clever ploys, or guile and trickery. 
Many such gambits require significant groundwork and hours of 
time to achieve effects comparable to supernatural effects. 


For more content, join our Discord or support us on Patreon. 


You catch your foe off guard, and use the moment of 
confusion to deliver a debilitating attack. The target 
must make a Strength saving throw. On a failure, the 
creature suffers an effect of your choice from any of the 
ones described below. 

Ringing Blow. You strike the creature in the temple, 
breaking their concentration and deafening them for the 
duration. 

Sweep the Legs. A quick strike to the kneecap 
knocks a Large or smaller creature prone and it suffers 
disadvantage on its next Dexterity save made before the 
end of the gambit’s duration. 

Nerve Pinch. A precise strike numbs the creature's 
reflexes, slowing their attacks. The creature suffers 
disadvantage on attack rolls until the start of your next 
turn and can't take reactions for the duration. 


FOG OF WAR 
1st-level illusion 


Casting Time: 1 bonus action 

Range: Self 

Components: S 

Duration: Concentration, up to 10 minutes 


Ducking out of view, you vanish from sight. For the 
duration, you become heavily obscured as long as you 
remain behind cover and all Wisdom (Perception) checks 
made to detect your presence are made with disadvantage. 
If you make an attack, cast a gambit, or move more than 
half your speed in a round, this gambit immediately ends. 


This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used 
are property of Wizards of the Coast. ©Wizards of the Coast LLC. 


